A Special Message from CAPCOM ENTERTAINMENT 
Thank you for selecting BREATH OF FIRE'" Ill: the epic saga unfolds 
tor the lirst time on the PlayStation game console. Upholding the 
slandards of the highly-successful role-p~ying series while advancing 
into the 3-D realm, BREATH OF FIRE Ill again introduces us to the mys- 
terious Dragon Clan We at CAPCOM ENTERTAINMENT are proud to 
bring you lhis thrilling new addition to your video game library 


WARNING: READ BEFORE USING YOUR PLAYSTATION'" 
GAME CONSOLE. 
A very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights 
Exposure to certain patterns or backgrounds on a television screen or 
while playing video games, including games played on the 
PlayStation Game Console. may induce an epileptic seizure in these 
individuals. Certain conditions may induce previously undetected 
epileptic symptoms even in persons who have no history of prior 
seizures or epilepsy. II you, or anyone in your family, has an epilep- 
tic condition. consult your physician prior to playing If you 
experience any of the following symptoms while playing a video 
game - dizziness, altered vision, eye or muscle twitches, toss of 
awareness, disorientation. any involuntary movement, or convulsions- 
IMMEDIATELY discontinue use and consull your physician before 
resuming p~y 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation Game Console to a projection TV 
without lirst consulting the user manual for your projection TV, 
unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 


HANDLING YOUR PLAYSTATION~ DISC: 
• This compact disc is intended for use only with the PlayStation 


Game Console. 


• Do not bend it, crush it or submerge it in liquids. 
• Do not leave it in direct sunlight or near a radiator 


or other source of heat. 


• Be sure to take an occasional rest break during extended p~. 
• Keep this compact disc clean. Always hold the disc by the edges 
and keep it in ils protective case when not in use. Clean the disc 
with a lint-free. soft. dry cloth. wiping in straight lines from 
center to outer edge. Never use solvents or abrasive c~. 


~ 
CAPCOM ENTERTAINMENT. INC. 
475 Oakmead Parkway, Sunnyvale, CA 94086 


© CAPCOM CO . LTD. 1998 ALL RIGHTS RESERVED © CAPCOM 
USA, INC. 1998 ALL RIGHTS RESERVED. BREATH OF FIRE is a 
trademark ot CAPCOM CO. LTD. CAPCOM is a registered trademark 
ot CAPCOM CO . LTD. PlayStalion and the PlayStation logos are 
registered trademarks ot Sony Computer Entertainment Inc 


CAPCOM HINT LINE 


Hints are available: 
11N91JDwllifl[l-f~.LUf: (1-900-680-2583) 


$.99 per minute for 24-hr. pre-recorded information. 
$1.35 per minute for live Game Counselor assistance. 
From Canada: 1-900-677-2272 ($1.35 per minute). 


Must be 18 years or older. or have parental permis- 
sion. Game Counselors available Monday-Friday 
8:00 a.m. - 5:00 p.m. Pacific Standard Time. This 
hint line supports games produced by CAPCOM 
ENTERTAINMENT, INC. only. No hints will be given 
on our Consumer Service line. You must have a 
touch-tone phone to use this service. 


CAPCOM ON-LINE 


http://www.capcom.com 


CompuServe users. select Go. 
then type: capcom 


Visit our website to see all the great new CAPCOM 
products or to play certain games on-line' Or just 
e-mail us at megamail@capcom.com for help or 10 find 
out what's new at CAPCOM' 
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GENERAL CONTROLS (DEFAULT) 


Each button has a different function at certain parts of gameplay. Next to the category 
under "START BUTTON " is a number. Refer to this to determine what the button does 
at each part of gameplay. 


Changes Perspective (See Page 38) 


Area Map 
Changes Perspective (See Page 38) 


Fighting Screen Escape I Run Away 


World Map 
Move Character Around World Map 


Area Map 
Move Characters in 8 Directions 


Sub-Screen 
Move Cursor to Menu Item 


Fighting Screen Move Cursor to Menu Item 


START BUTTON 
Title Screen 
World Map 
Area Map 


Starts Game 
Opens Camping Screen (When Possible) 
Position Camera for View Change 


(See Page 7) 


Area Map 


Sub-Screen 


Make Selection 
(New Game/load Game Only) 
Hold Both Buttons for 2 Seconds - 
Brings Up Save/Quit Menu 
Hold Both Buttons for 2 Seconds - 
Brings Up Save/Quit Menu 
Make Selection 


Fighting Screen Make Selection 


Area Map 


Sub-Screen 


Step Back From Memory Card Entry 
(load Game Only) 
Use Weapon; Cancel Some Selections 
Cancel Selection 


Run 
Run 


Opens Sub-Screen 
Opens Sub-Screen 


Select New Game / load Game 
Make Selection 
Make Selection, Speak, Investigate 
(See Page 7) 
Make Selection 


Fighting Screen Make Selection 
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GETTING STARTED 


Set up your PlayStation® game console according to the instructions in its Instruction 
Manual. Make sure the power is off before inserting or removing a compact disc. Insert 
the BREATH OF FIRE Ill disc and close the Disc Cover. Insert Controllers and turn on the 
PlayStation® console. Follow the on-screen instructions to start a game. 


Note: To reset your game at any time press the Select button and the Start button 
together for 3 seconds. 


RESETBUnON--lL:~iJ"'j::;~~~~~Jl~~~J 


POWERINDICATOR ---~ 


POWER BUTTON -------' 


CONTROllERPORT ------~ 


OISCCOVER --------------' 


OPENBUTION ----------------- 


MEMORY CARD SLOT 1 


MEMORY CARD SLOT 2 


CONTROLLER PORT 1 


CONTROUERPORT2 


A NEW TREASURE 
IS DISCOVERED 


An ancient legend speaks of a powerful 
Dragon Clan, but no explanation exists of 
why the clan vanished. The Legend follows 
the clan's history only up to the point 
where their inner power had reached a 
point where they had the power to 
destroy the world. 


The clan's presence can still be felt in 
everyday life, however. The remains of the 
Dragon People appear in the form of 
chrysm ore, a tremendously beneficial 
form of energy. Imagine the surprise of 
the miners when one day a dragon youth 
is discovered in the chrysm ore mine. This 
new treasure ... where did he come from 
and how did he survive inside the mine 7 


The little dragon boy Ryu grows up as 
an outsider, and gets into a lot of mis- 
chief. He befriends two renegades, Rei 
and Teepo, and all three live a life of 
thievery, living for the thrill. Rarely are 
they caught, until one day a mysterious 
villager leads them right into the hands 
of the authorities. The boys are punished 
and separated. It is at about this time 
that Ryu begins to examine his life and 
feels a burning desire in his heart to 
learn the history of his ancestors. 


He soon realizes that he cannot 
continue living a life of childish pranks, 
and embarks on an epic quest to satisfy 
his need for ancestral knowledge. Early 
on in his quest he discovers a strange 
inner power that seems to protect him. 
Could this be the Dragon Power of which 
the ancient legend speaks? 


Playing as the hero Ryu, your journey will 
lead you down many paths to discover 
your ancestral heritage and to find the 
answer to the burning questions: What is 
the power of the vanished Dragon Clan 
trying to teach you7 Where will it guide 
you and what will it force you to discover? 
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SETTING OUT ON 
A GREAT JOURNEY 


After loading the BREATH OF FIRE 111 
game, press the Start button during 
the intro sequence or wait until it is com- 
pleted. You will be presented with the 
title screen. Press the Start button to 
begin the game. 


At this point, you have a choice between 
starting a NEW GAME or re-starting a 
game with LOAD GAME. To load a saved 
game, you must have a memory card 
with the saved files loaded in either 
Memory Card Slot. Then highlight LOAD 
GAME and press the Start button or 
the X button. For more on saving and 
loading, please see SAVING/LOADING on 
page 7. 


To begin a new game, highlight NEW 
GAME and press the Start or the X but- 
ton. Next you will enter the name of 
your character. Use the Directional button 
to highlight a letter, then press the X 
button to select the letter. Spell out the 
name of your character. As you see on- 
screen, press the X button for Select 
(OK); the !::::,. button to Delete a selec- 
tion; the O button, the R 1 button or 
the R2 button to highlight the Next 
entry space; the O button, the L 1 but- 
ton or the L2 button to move the cur- 
sor Back an entry space; and, to begin 
when finished, highlight START and press 
the X button or the Start button, or 
simply press the Start button. To 
choose the default name, Ryu, press the 
Start button without entering a name. 


Highlight QUIT and press the Start or 
the X button to return to the title 
screen. 


CONFIG SCREEN 
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After entering a name, you will see the 
Config Screen. This allows you 
to configure the setup of your game 
before beginning play. Adjust the MSG 
SPEED (message/dialog speed). WINDOW 
CLR (window color). BACKGROUND 
(background pattern), SOUND 
(stereo/mono, depending on your sys- 
tem). DASH (manual or automatic run 
function) and CONTROLLER (configure 
your button functions). Press the Direc- 
tional button .&. or T to highlight a 
function, then press .,.. or ..,. to make a 
change. For CONTROLLER, highlight the 
function, then press the button you want 
to perform that function. 


Note: To reset the Config Screen to the 
default settings, highlight 
INIT and press the Start button 


or the X button. To quit the Config 
Screen and begin play, highlight QUIT 
and press the Start button 
or the X button. 


To enter the Config Screen during game- 
p\ay, press the Start button from the 
World Map to CAMP. Highlight CONFIG 
and press the Start button or the X 
button. 


SAVING/LOADING 


SAVING 


You must have a Memory Card inserted 
into either Memory Card slot in order to 
save. BREATH OF FIRE Ill allows you to 
save 3 different files. Whether you use 
this to save different points in the same 
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game or 3 different games is up to you. 
There are 4 different ways to save your 
progress: 


1) Speak with the innkeeper at an inn, 
which appear in many towns. 


2) At the CAMP screen, view the journal. 


3) Pray at a religious statue of 
the dragon. 


4) Find a journal inside a dungeon. 


Once in the save process, select which 
Memory Card slot your Memory Card is 
in and press the Start button or the X 
button. You will be presented with 3 
files. Highlight the file you want to save 
to and press the Start button or the X 
button. Your game will be saved. 


WARNING: Make sure you have at least 
1 block available on your memory card 
before beginning play. This ensures that 
your progress can be saved. BREATH OF 
FIRE Ill consumes 1 block on a Memory 
Card. Without a free block, will not be 
able to save. Avoid frustration by prepar- 
ing your Memory Card as outlined in the 
manual packaged with your PlaySta- 
tion ™ game console. 


While saving, do not remove the Memory 
Card, reset your game or turn off your 
PlayStation'" game console. This may 
destroy your saved data. 


LOADING 


Load BREATH OF FIRE Ill as outlined 
on page 6. The game will automati- 
cally check your Memory Card, and 
if it detects a file that was saved 
previously, the LOAD GAME option 
will appear below NEW GAME. 
Highlight LOAD GAME and press the 
X button or the Start button. If you 
have a Memory Card plugged into 
Memory Card Slot 2, you will be 
asked to select which slot you want 
to load from. Select which slot, then 


you will see the files you have saved 
on that Memory Card. 


Highlight the file you want to load, 
then press the X button or the Start 
button to load the file. Select YES to 
load the file, NO to return to the file list. 
Then choose another file or press the 
Directional button to step back. 


While loading, do not remove the Memo- 
ry Card, reset your game or turn off your 
PlayStation® game console. 
This may destroy your saved data. 


WORLD MAP/ 
AREA MAP 


There are 2 areas of gameplay in 
BREATH OF FIRE Ill. The Area Map is 
place where you do most of your travel, 
character interaction, battle and educa- 
tion. The World Map is where you can 
travel long distances between individual 
Area Maps. See the following descrip- 
tions for more information. 


WORLD MAP 


World Map is the beautifully-painted 3-D 
world that you enter when you exit an 
Area Map. While in the World Map, you 
will not run into enemies and fight like 
you do in an Area Map. Also, as you 
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travel through the World Map (if the 
Command Help windows are active), the 
name of an Area Map will appear above 
your character's head to let you know 
where you can enter, and what may be in 
store for you there. When a question 
mark appears above your character's 
head, it is an undefined area. Press the X 
button to find out more about that 
area. 


To enter an Area Map from the World 
Map, when the name of the Area Map 
appears, press the X button. You will 
enter the Area Map. 


You may enter an area from the World 
Map specifically for fighting. When the 
exclamation point appears above your 
character's head, press the X button to 
enter this area. To exit this area, just 
walk to the edge of the area and you will 
be returned to the World Map. 


Press and hold the R1 button, then 
press the Directional button in any 
direction to change the 3-D perspective 
of the World Map. 


Use the Select button to activate or 
deactivate the Command Help windows 
on the World Map. This includes the com- 
pass, a short list of commands and the 
Area Map names as mentioned above. 


AREA MAP 


The Area Maps include villages, cities, 
jungles and mountains. This is where you 
converse with people, events occur and 
fighting takes place. Actions and conver- 
sations differ depending on your party 
leader. Experiment in different places 
with different party leaders. Use the 
L 1 button to change your party leader. 
When you have more than 3 members 
in your party, you can change your party 
by using the Sub-screen (see page 11) 
or by camping (see page 15). 


When you enter an Area Map, one of the 
first things you can do is investigate dif- 
ferent areas. To do this, move your char- 
acter or party and press the X button to 
talk to people, look at an item, etc. To 
change the view perspective, press the 
Start button when not talking or inves- 
tigating. You will see a hand appear 
above your character. Move the hand 
cursor to an area you would like to 
investigate further, then press and hold 
the R1 button. This sets the viewpoint 
camera. While holding the R 1 button, use 
the Directional button to move the cam- 
era angle around, which changes 3-D 
perspective. Try placing the hand cursor 
in different spots to reveal more areas. 


(Note: you can change the 3-D perspec- 
tive in both the World Map and the Area 
Map without using the hand cursor by 
just holding the R1 button and pressing 
the Directional button in any direction.) 


VILLAGES AND CITIES 


In villages and cities, there are many 
people you can use to gather information 
or shop for items. There is no fighting in 
villages or cities. 


Inns: If you spend the night at an inn, 
current hit points (HP), attack power (AP) 
and overall HP will be recharged. 


General Store: Medicine, antidotes and 
other convenient items may be pur- 
chased here. 


Weapon Shop: Swords, shields, armor 
and other protective materials may be 
purchased here. 


Doping Shop: This is the place to 
go when you are under a spell or poi- 
soned. Here you can temporarily raise 
your status. 


SUB-SCREEN & 
COMMANDS 


An important reference screen is the 
Sub-screen, which can be accessed in the 
World Map and the Area Map, except 
during an event or a fight. Press the D 
button to bring up the Sub-screen, and 
press the D button to return. 


This allows you to check the status of 
your party, use items, adjust equipment 
and weapons, etc. Highlight a category, 
then press the Action button - the 
X button, the L2 button or the R2 
button - to select the category. 


Then use the Directional button to 
highlight one of the functions within 
each category. Refer to each category for 
more information. 
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ITEMS 


You can USE, SORT, DROP or view VTAL 
(vital) items you have acquired. If you 
want to USE, SORT or DROP an item, 
highlight the appropriate category and 
press the X button (see above). Then 
you will see the list of characters. High- 
light the character you want to use, then 
press the X button to select the charac- 
ter. Next will be the lists ITEM, WEAPON, 
ARMOR or OPTION (optional item). Press 
the Directional button 
.... or ~ to highlight one of these, 
depending on the item you want to use. 
Then press the X button to select the 
list. Then press the Directional 
button • 
or T to highlight the item 
you want to use. Finally, press the 
Action button to use the item. 


VTAL refers to vital items you have 
acquired. You are only able to view these 
items. 


ABILITY 


This allows you to view your special abili- 
ties and use the ability - ABIL, SORT your 
list, view the NOTE (skill) list or view the 
Dragon GENE list. Highlight ABIL or 
SORT, then press the X button. The 
characters in your party will appear. Press 
the Directional button .... or ~ to 
highlight the character, then press the 
Directional button • 
or T to allow 
you to choose the ability you want to use 
from HEAL, ASSIST, ATIACK or SKILL lists. 
When you have settled on 1 of the 4 
lists, press the X button to activate the 
list. Highlight the ability, and press the 
X button to activate the ability. The 
NOTE section will also allow you to 
record the skill notes you have aquired 
into your journal. 


EQUIP 


In order to use weapons and armor, you 
must equip them. Highlight EQUIP and 
press the X button. You will be present- 
ed with a list: EQIP (equip weapons and 
armor). OPTI (optimize your equipment 
for battle), FAST (optimize your equipment 
for attack speed) and POOL (remove 
equipment). Use the Directional but- 
ton to highlight EQIP then press the 
X button. Highlight the character you 
want to equip (you can see the current 
list of equipped items), then press the 
X button to select that character. The 
cursor will move to the list of slots avail- 
able for equipping items. Highlight the 
slot you want to equip an item to, then 
press the X button. Depending on the 
slot, you will automatically be presented 
with the list of weapons, armor, etc. If 


you have an item already equipped there, 
and you use the Directional button to 
highlight another item in your list, the 
current item's traits will be compared to 
the other item in PWR (attack power). 
DEF (defensive power). INT (your intelli- 
gence with item) and AGL (influences 
critical battle hits inflicted). Choose items 
wisely to maximize effectiveness. 


If you want to automatically configure 
your weapons, armor, etc. select either 
OPTI or FAST. OPTI optimizes your 
equipped weapons and armor on straight 
power abilities. FAST optimizes your 
weapons on speed of attack. POOL is 
used to remove a piece of equipment. 


TACTICS 


Tactics can help you strategically in bat- 
tle. Use this in conjunction with your 
party leader configuration to optimize 
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Warranty Registration 
CAPCOM ENTERTAINMENT, INC. 
475 Oakmead Parkway 
Sunnyvale, CA 94086 


Postage 
Required 


CON FIG 


Select this to return to the Config screen 
that appeared when you began play. 
Refer to page 7 for more on this. 


CAMP 


You can Camp from the Sub-screen as 
well as the World Map. Highlight CAMP 
and press the X button to Camp your 
party. This gives you a chance to catch 
your breath and perform some actions 
you are not able to anywhere else. Inside 
the Camping Tent, you will see a journal. 
Approach the journal and press the 
X button. You are able to: 


REST 
AP or HP will be replenished 


SAVE 
Save your progress to a 
Memory Card. See page 
7 for how to save to a Mem- 
ory Card. 


CHANGE 
You can change the compan- 
ions in your travelling party. 


SKILL 
You can read or change your 


NOTE 
skill notes that you have 
learned or acquired. 


MASTER 
Review the data on the 


LIST 
master for whom you've 
been an apprentice. 


NOTHING Closes journal 


ATTACKING 


As you travel through each different Area 
Map, you will encounter unfriendly creatures. 
You will face them then the battle menu 
icons will appear. Use the Directional but- 
ton to highlight one of the options and 
then press the X button to activate the 
option. If you enter an option menu, and 
you want to go back without selecting 
an option, press the Directional but- 
ton. Once you highlight and select an 
option with the X button, unfortunately 
the game will proceed with the action. 
Plot your strategy wisely. 


The battle will occur in alternating 
rounds. Once you select an action for 
each member of your party, your oppo- 
nent will automatically attack you. The 
order in which you attack your opponent 
and when your opponent attacks you is 
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based on EX turns. An EX turns occur 
when your agility is much larger that 
your enemy. Your built-up abilities, status 
and speed compared to your opponent's 
inherent abilities comes into play as well. 
There may be situations where you can- 
not attack, either because you have 
fainted (when your character's HP reach- 
es 0), are under a spell or poisoned. The 
game is over when all of your parties 
character's HP has reached 0. 


Once a round has been completed, and 
enemies are not completely defeated, 
you will be presented with the battle 
menu icons once again. 


While in battle, choose one of the follow- 
ing battle menu icons: 


ATK (Attack) 
After selecting this option, if there is 
more than 1 enemy, highlight which 
enemy you will attack. 


DEF (Defend) 
Select this to attempt to block your 
opponent's attack. 


EXA (Examine) 
There is an opportunity to acquire an 
enemy's special ability. Use this option to 
try to acquire a skill. 


ABL (Ability/Skill) 
If you have learned or acquired any special 
abilities or skills, choose this. 


There are 4 possible lists of abilities to 
use here: ATIACK (special attack abili- 
ties). SKILL (other skill types). HEAL (heal 
ailing party members) and ASSIST (helps 
party members). 


USE (Use item) 
Items you have purchased or acquired 
are available here. Choose from these 
lists: ITEM, WEAPON, ARMOR, OPTION. 


For the ABL and USE options, highlight 
either battle menu icon and press the 
Action button. Press the Directional 
button <Ill or ... to bring up the above 
mentioned lists. Once a list has been 
opened, press the Directional button 
A or T or press the L 1 button or 
the Rl button to highlight an item in 
the list. Items you can use will be white; 
items not available will be grey. Press 
the X button to use the item. If it is an 
attack item, highlight the enemy to use 
it on and press the X button. If it is an 
item to heal or assist your party, highlight 
the party member you will use it on and 
press the X button. 


ESC (Escape) 
Press the R 1 button at the battle 
menu icons to bring up ESC. Press the 
X button to try to escape the enemy. 


CHG (Auto Attack) 
Press the L 1 button at the battle menu 
icons to bring up CHG. This means 
charge forward, or automatic attack. Your 
party will carry out the maximum attack 
your party can. 


Once the fight ends and you are success- 
ful, you acquire experience points, items 


STATUS 
EFFECT 


and maybe some zenny (money). In cases 
where you have fainted from lack of HP, 
your HP will be up raised to 1 but your 
overall will decrease. You can replenish 
this at an inn, by camping, usings items, 
or using your abilities. 


PROBLEM STATUS 


Sometimes in the middle of battle, 
topography or your opponent's abilities 
can cause some problems. Here is a list 
of problem statuses: 


REMEDY 


POISON 
HP, ATIACK ABILITY DECREASE; NO RUNNING 
PHARMACOLOGICAL MAGIC, ANTIDOTE, 
CURE-All OR MOON DROPS 


SLEEP 
CANNOT MOVE UNTIL IT WEARS OFF 
PHARMACOLOGICAL MAGIC, DROPS, 
CURE-All OR EYE DROPS 


CONFUSION 
CAN'T CHOOSE TO FIGHT BACK 
SAME AS -SLEEP" 


BLINDNESS 
HIT RATE REDUCES 
PHARMACOLOGICAL MAGIC, DROPS, 
CURE-All OR EYE DROPS 


PARALYSIS 
CANNOT MOVE AT ALL 
PHARMACOLOGICAL MAGIC, DROPS, CURE-All 


FIGHT INCOMPETENCE 
CANNOT USE WEAPONS EFFECTIVELY 
TAKE CARE MEDICINE, NOTICE MEDICINE 


EGG 
UNABLE TO MOVE FOR 5 TURNS 
PHARMACOLOGICAL MAGIC, MYSTICAL, 
CURE-All 


After 5 turns, or when the fight ends, the problem status ends, plus AP and HP are 
restored. 
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SKILL NOTES 


To be able to use new skills you have 
learned or acquired, you must view the 
Skill Notes. These are accessible when 
you camp or when you are reading your 
journal. When you are viewing your Skill 
Notes, in order to change your current 
skills to the new ones, you must use Skill 
Ink. You can get Skill Ink at a jewelry 
box, a strong box or at Manila's Shop. 


When you select a new skill in the Skill 
Notes, choose Record and the Skill Ink will 
be used up. This updates your skill list. 
If your skill notes are full you will not be 
able to acquire any new skills from ene- 
mies or from your master. 


MASTER/ 
TEACHER SYSTEM 


In the BREATH OF FIRE world you may 
meet people who are known as Masters. 
By becoming an apprentice to a Master 
and responding to your teacher's skills, 
your own status increases and advances. 
Maturity and growth are important 
changes for your character. 


To be taken on by a Master, a ritual or test 
is required. A Master might say "gather 
food and come." After performing the task 
requested, you are cleared to become an 
apprentice. However, you cannot have an 
apprenticeship with more than 1 Master. 


APPRENTICE 


A character can change the growth of 
his/her inherent abilities by virtue of 
what his teacher knows. Some Masters 
also teach skills. Other Masters will teach 
you things that will have an extreme 
effect on your future behavior and abili- 
ties. Their attributes will be strongly 
placed upon their apprentice. The best 
part of being an apprentice is increasing 
special traits and improving things which 
are weak within you. 


When you have fulfilled the terms of the 
apprenticeship, your name will be added 
to the Master List. 


DRAGON GENE 
SYSTEM 


As the game progresses, you can change 
Ryu (or your character) into several drag- 
on forms by using a trait inherent to the 
descendants of the Dragon Clan. Your 
abilities and skills will change, as will 
your appearance. A spectacular display 
will occur as you morph into the form of 
a powerful dragon. 


TRANSFORMATION 


In the middle of a battle, you .can choose 
to change into a dragon by selecting the 
Dragon Gene System. If you have enough 
AP built up, you will be able to transform 
into a Dragon. To do this, highlight and 
select PICK and choose the Dragon 
Gene/s you would like to use. Try splicing 
genes together to create even stronger 
Dragon forms. The most genes you can 
splice together at one time is 3. By 
choosing DATA you will be able to pick 
from previous Gene splices. You may also 
save your favorite Gene splices to the 
BEST section by highlighting your select- 
ed Gene splice in the DATA section and 
pressing the O button. You then can 
pick your favoites splices by highlighting 
and selecting BEST. 


DRAGON FORM 


Once transformed, you can use very 
powerful skills. You have only 3 Battle 
Menu icons here: ATK, ABL, DEF. To main- 
tain your Dragon form, you must expend 
some AP, depending on how many genes 
you spliced together. When you run out 
of AP to maintain the form or your HP 
is gone. you will quickly return to your 
character's basic form. To return to your 
original shape by other means, highlight 
and select "Restore Form." 
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A fun task in BREATH OF FIRE 111 is fish- 
ing. Take a break from the life of the 
Dragon Clan and relax a bit. If you have 
a fishing pole and lure, you are able to 
fish. Fish is treated as a tradable item. 
There are precious things that can only 
be purchased by exchanging fish you 
have caught. 


You can fish from the spot in the World 
Map where you see a fish pop out of the 
water. Stand next to this spot and press the 
X button to enter the Fishing Area. 


To arm the lure and the pole, press the 
O button or the X button. You must 
make certain to use the correct lure and 
attach the right bait to catch the fish. 
Each fish is very picky. 


Cast the line by pressing the X button. 
The higher the value of casting power, the 
farther your cast will sail. Use the X but- 
ton in combination with the Directional 
button to create a rhythm that attracts 
the fish after your lure hits the water. After 
the fish grabs the lure, the words READY 
FIGHT appear. This lets you know you 
have a chance to reel the fish in. 


m. 


Cursor #2 -----' 


Distance of Fish ____ 
...J 


By putting cursors #1 and #2 together 
and pressing the X button you can reel in 
the fish. When the cursors are too far 
apart, be careful not to let the line break 
and lose your lure. As the fish pulls on the 
line, reeling in the fish exhausts its 
strength. When the distance becomes O 
meters without harm, you caught the fish! 


FISH 


The type of fish you caught is entered 
into the system, and you can view it by 
highlighting DATA and pressing the X 
button. It lists Fish Shape, Length, an 
Explanation of characteristics, effect of 
using it as an item and average size 
appears here. The points you are given is 
determined by the length of the fish, and 
your Class of fisherman is determined by 
total value of the fish. 


When finished, highlight EXIT and press 
the X button to return to the World Map. 


MANILO'S TRADE SHOP 


At the trade shop you can barter the fish 
for rare items (Manila uses a coin to fish 
rather than a lure!) 


CULTURAL LANDS 


During your adventure you will come across 
a communal society village. This is a group 
of fairies living a primitive lifestyle. When 
this society grows to a large size, there are 
a number of advantages you can benefit 
from. You can purchase rare items not avail- 
able anywhere, enjoy a mini-game or you 
can listen to sounds in a music shop. 
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DEVELOP THE COMMUNE 


By directing people of the village, you 
can build the size of the village to enjoy 
the previously-mentioned benefits. Talk 
to the fairy leader to get instructions. The 
first 5 instructions are: Hunt, Recultivate/ 
Pioneer/Reclaim Land, Build/Construct, 
Scholar or Wait/Standby for orders. 


ALLIES 


RYU, THE HERO 


The character you command. He has the 
super-human strength granted him by his 
ancestors of the Dragon Clan. As he 
matures, more and more powers are dis- 
covered from within. 


NINA, QUEEN OF WINDIA 


Nina has a wealth of knowledge about 
attack magic. She is very curious, and will 
quickly jump into new quests. 
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TEE PO 


This orphaned punk knows nothing 
about his race, but has powerful attack 
magic. 


REI 


Just like Teepo, he is an orphan that 
looks after Ryu. He has a light-hearted 
disposition and is very irresponsible. 


PECOROS (PECO) 


Pecoros is an abnormal creation born in 
a lab. A combination of plant and mam- 
mal, he has lots of HP that replenishes 
naturally. His language is a riddle. 


MOMO 


Momo is a female scholar who is 
researching Ghost chrysm ore and 
machines around the world. She is very 
happy-go-lucky and is helpful with her 
strong bazooka attack. She is also good 
with assistance and recovery magic. 
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HONEY 


Morna's research partner, this mechanical 
soldier is powered by chrysm energy. 


GARR 


The winner of the Grand Weapons Tour- 
nament, Garr has a strong sense of duty. 
He takes pride in his skill with special 
weapons and flame magic. He joins up 
with Ryu's party while travelling. 


MAGIC LIST 


RECOVERY 


NAME 
AP 


Heal 


Rejuvenate 


Restore 
12 


Vitalize 
20 


Vigor 
50 


ASSIST 


NAME 
AP 


Protect 


Shield 


Speed 


Might 


Barrier 


ATTACK MAGIC 


NAME 
AP 


Flare 


Fireblast 


Inferno 
10 


Frost 


lceblast 


Bliz~ard 
10 


Jolt 


ligthing 


Myollnir 
10 


TYPE 
PERSON 
AFFECT 


Saint 
Single 
Will raise player's HP by 20 


Saint 
Single 
Will raise player's HP by 40 


Saint 
Single 
Will raise player's HP by 100 


Saint 
All 
Will raise party's HP by 40 


Saini 
All 
Will raise parties HP by 100 


TYPE 
PERSON 
AFFECT 


Single 
Will raise one target's DEF 20% 


All 
Will raise all target's DEF 20% 


Single 
Will raise one target's AGL 50% 


Single 
Will raise one target's Pwr 25% 


Single 
Will raise one target's Magic DEF 50% 


TYPE 
PERSON 
AFFECT 


Fire 
Single 
Flame attack on one target 


Fire 
All 
Flame attack on all targets 


Fire 
All 
Flame attack. on all targets 


Ice 
Single 
Frost attack. on one target 


Ice 
Single 
Frost attack on one target 


Ice 
All 
Frost attack on all targets 


Thunder 
All 
Electric attack on all targets 


Thunder 
All 
Electric attack on all targets 


Thunder 
Single 
Electric attack on one target 


27 


26 


HONEY 


Morna's research partner, this mechanical 
soldier is powered by chrysm energy. 


GARR 


The winner of the Grand Weapons Tour- 
nament, Garr has a strong sense of duty. 
He takes pride in his skill with special 
weapons and flame magic. He joins up 
with Ryu's party while travelling. 


MAGIC LIST 


RECOVERY 


NAME 
AP 


Heal 


Rejuvenate 


Restore 
12 


Vitalize 
20 


Vigor 
50 


ASSIST 


NAME 
AP 


Protect 


Shield 


Speed 


Might 


Barrier 


ATTACK MAGIC 


NAME 
AP 


Flare 


Fireblast 


Inferno 
10 


Frost 


lceblast 


Bliz~ard 
10 


Jolt 


ligthing 


Myollnir 
10 


TYPE 
PERSON 
AFFECT 


Saint 
Single 
Will raise player's HP by 20 


Saint 
Single 
Will raise player's HP by 40 


Saint 
Single 
Will raise player's HP by 100 


Saint 
All 
Will raise party's HP by 40 


Saini 
All 
Will raise parties HP by 100 


TYPE 
PERSON 
AFFECT 


Single 
Will raise one target's DEF 20% 


All 
Will raise all target's DEF 20% 


Single 
Will raise one target's AGL 50% 


Single 
Will raise one target's Pwr 25% 


Single 
Will raise one target's Magic DEF 50% 


TYPE 
PERSON 
AFFECT 


Fire 
Single 
Flame attack on one target 


Fire 
All 
Flame attack on all targets 


Fire 
All 
Flame attack. on all targets 


Ice 
Single 
Frost attack. on one target 


Ice 
Single 
Frost attack on one target 


Ice 
All 
Frost attack on all targets 


Thunder 
All 
Electric attack on all targets 


Thunder 
All 
Electric attack on all targets 


Thunder 
Single 
Electric attack on one target 


27 


VISIT WWW .CAPCOM.COM 


'10RE ffEP(:HANOISE • ORDER ON LINE • CHECK Otlf"' Nnt AO.EASES 


CALL 408-774-0400 


PRE·ORDER NEW RELEASES • INFORNATlON • ORDER BY CREDIT CARD 


EASY ! 900-580-2583 


ORDER ITEMS AND HAVE THEN CHARGED TO YOUR PHONE BILL! (ff ITS 


YOtJR PHONE Bll.J- THAI IS) CALL FOR INFORNATIOH ON HOW TO DO IT. 


T-SHIRTS (A,,r T .. 11;, ~ Sizes XLI 
O 
Rosidont Evil 


O 
Ros,don1 Evil 2 


O 
Mogo Man X4 


O 
Stroot Finhrer Alpha 2 
D 
S upor Pun!~ Figh1er II 


STRATEGY GUIDES 


O 
Str~1 F,ohter A1phfl 2 


O 
Rosldpnt Evil 2 


O 
Star 9 1odi,,tvr 


O 
S treet Fighter Alpho 
O 
Rosidc,-.1 Evil 


$15 .95 
$15.95 
$14 .95 
$14.95 
$14 .95 


O 
Resident Evil Oiroctor's Cut 


$16.95 
$ 17 .95 
$ 9.95 
$15.95 
$15.95 
$ 15.95 


AND MORE. .. 


ADDRESS 


O 
Star Grotllo\or Pos~Cr' 


O 
LtJ.$tt,(lr Bnckpa(;k 


(CIJl')CC)m 10,00 on fhlp) 


l)Ay PHONE: 


$7 .50 
$60.00 


....................... LAST"NME .. 


(ITY 


........ .. .......... 


EVENING PHONE: 


f1ETHOD OF PA'fflENT: 0 (HECK 
O "°'4EY ORDER 
O tlASTERCARD 
O VISA 


(RED IT (ARD Ac:COUNT NUMBER 
EXP. DATE 


SE ND CHECK OR 
MON EY 
ORDER TO: 
CAPCON ENTERTAINNENT. 


................... 


STATE 


(ARDHOLDER SIGNATURE (REQU IRED TO PROCESS ORDER) 


INC . 
1175 OAKNEAD 
PARKWAY 
SUN NY VALE. 
CA 9,oa6 
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CAPCOM ENTERTAINMENT, INC. 
475 Oakmead Parkway 
Sunnyvale, CA 94086 


Credits: 


Manual-Corey Tresidder & Robert Johnson: Translalion- 
Katy Bridges, Benemann Translation & Hanako Watanabe: 
Creative Services-Michi Morita. Priscilla McGee. Corey 
Tresidder: Marketing Manager-Todd Thorson: Manual 
Design-John Verducci/Studio Em, Package Artwork 
Design-Toolbox Creative Service: Package Design-M,chi 
Morita: PR Melinda Mongelluzzo. Sean Mylett; Special 
Thanks to Tom Shiraiwa. Miki Takano. Roberl Lindsey, Elisa 
Mathez, Jill Uebel, Scott Hunter. Tina Kowalewski, Kwan & 
Nale Mcilvain Williams,. 


90-Day Limited Warranty 


CAPCOM ENTERTAINMENT, INC. ("CAPCOM") warrants to 
the original consumer that this PlayStation CD-ROM ("CD- 
ROM") from CAPCOM shall be free from defects in material 
and workmanship for a period of 90 days from date of pur- 
chase. II a defect covered by this warranty occurs during 
this 90-day warranty period. CAPCOM will replace the CD- 
ROM lree of charge. 


To receive this warranty service: 


1. Notily the CAPCOM Consumer Service Department of 
the problem requiring warranty service by calling (408) 
77 4-0400. Our Consumer Service Department is in opera- 
tion from 8.30 a.m. to 5:00 p.m. Pacitic Time. Monday 
through Friday . 


2. If the CAPCOM service technician is unable to solve the 
problem by phone, he/she will instruct you to return the 
entire CD-ROM to CAPCOM freight prepaid at your own risk 
of damage or delivery We recommend sending your CD- 
ROM certified mail. Please include your sales slip or similar 
proof-of-purchase within the 90-day warranty period lo: 


CAPCOM 
Consumer Service Department 
475 Oakmead Parkway 
Sunnyvale, CA 94086 


This warranty shall not apply if the CD-ROM has been 
damaged by negligence, accident. unreasonable use. mod- 
ification. tampering or by other causes unrelated to the 
defective materials or workmanship. 


REPAIRS AFTER EXPIRATION OF WARRANTY: 


If the CD-ROM develops a problem alter lhe 90-day war- 
ranty period, you may contact the CAPCOM Consumer 
Service Department at the phone number noted previously. 
If lhe CAPCOM service technician is unable to solve the 
problem by phone, he/she may instruct you to return the 
defective CD-ROM to CAPCOM lreighl prepaid al your own 
risk ol damage or delivery. enclosing a check or money lor 
$20.00 (U.S. lunds only) payable lo CAPCOM. We recom- 
mend sending your CD-ROM certified mail. CAPCOM will 
replace the CD-ROM. subject to the conditions above. If 
replacement CD-ROMs are not available, the detective 
product will be returned to you and the $20.00 payment 
relunded 


WARRANTY LIMITATIONS: 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE. ARE HEREBY LIMITED TO NINETY 
(90) DAYS FROM THE DATE OF PURCHASE AND ARE SUB- 
JECT TO THE CONDITIONS SfT FORTH HEREIN. IN NO 
EVENT SHALL CAPCOM BE LIABLE FOR CONSEQUENTIAL 
OR INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES 


The provisions ol this warranty are valid in the United 
States and Canada only. Some states and provinces do not 
allow limitations on how long an implied warranty lasts or 
exclusions of consequential or incidental damages, so the 
above limitations and exclusions may not apply to you. 
This warranty gives you specific legal righls, and you may 
have olher rights. which vary, lrom state to state or province 
to province. 
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